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PRESIDENT’S COLUMN 
By Dave Holliday 


Well here it is June already and sumaer is just 
around the corner. 1 hope all of you don’t get so 
involved in your summer activities that you forget to come 
to the monthly meetings. By the time you get this article 
the Seattle Atari Trek show will have happened and 
hopefully I will have a lot of new up-to-date information 
on the new products coming from Atari, especially the Mega 
STs’. I did read one article on new products from Atari, 
it was about the new XE/65 game machine. It is really a 
disguised 45 XE made to work like the Nietendo and Sega 
home video game machines. Maybe it will get a new group 
of users involved with Q8-bit machines and encourage 
production of new B-bit software. 


The one thing I’m really happy to see is the new 
group of people that have volunteered to work on the 
newsletter, especially our new newsletter editor Teri 
Williaas. Teri is going to be responsible for putting the 
newsletter together with the help of §8-bit and ST 
associate editors. I’m sure there are going to be changes 
in content, format, and possibly how articles are to be 
submitted, so if you are planning to supply articles for 
the newsletter, check the inside cover on how it should be 
done. I also hope that you will show some patience if 
delivery tiae is not when you expect it. It takes a lot 
of work to get the newsletter out and with a completely 
new staff there are bound to be some problems. What I 
want to see is support, not criticism. Set those articles 
in early instead of at the last minute, make them in the 
easiest format to reproduce (not handwritten in feltpen on 
toilet paper) and supply aaterial for the newsletter so it 
doesn’t have to be taken from other newsletters and 
retyped. I think the new newsletter staff is bringing the 
most important thing with them to produce the the 
newsletter and that’s the willingness to help the club and 
they certainly have ay thanks. 


And speaking of thanks, with the changes of the 
newsletter staff, a lot of people who have spent much time 
working on the newsletter are taking a well-deserved 
break. I'd just like to say thanks to Steve and Debbie 
Billings for the covers, articles and pasteup work they've 
done, to (Clyde and Debbie Pritchard for their work again 
with pasteup, articles and mailing, and Chuck Hall for his 
articles and help. I have just touched lightly on all the 
things these people have done, and there are others who 
have helped toc. I just want to let them know their work 
was greatly appreciated. 


Finally, to Deloy Grahas, our departing editor. 
It’s hard to appreciate all the work the editor puts 
into to making the newsletter. Since being President 
and seeing the tige and effort put into it and comparing 
it to other newsletters, I can easily say we have one of 
the best and I feel that is mostly due to Deloys hard 
work. I hope Deloy keeps suppling material for the 
newsletter and being editor hasn’t burned hia out. 
Anyway, I know it isn’t much to repay all that work but, 
thanks Deloy, you did an outstanding job over the last 
year or so and I just want to tell you that it was 
really appreciated even at times it didn’t seem that 
way, Thanks again. 


I’m not sure if everyone is aware that over the 
last year our membership has been declining. It seems 
to have stabilized in the last couple of months but it 
is still something that anyone in the club should be 
concerned with because each lost member is a last 
resource. The reason I’m bringing this up is that it is 
up to everyone in the club to help increase membership 
and retain current members. If someone you know has not 
renewed their membership find out why. Maybe they 
weren’t getting their newsletter, or the things they 
were interested in were not being discussed. Usually a 
solution can be found for any reason not to renew and | 
hope all of you out there will help in the effort to 
keep people involved with the club. Finally, if you 
work with someone who is thinking about buying a 
computer or a relative who is looking, get thea to one 
of the local dealers to look at what Atari has to offer. 
At the same time tell them about the club and the user 
support they can get for their new machine if they join 
the P.A.C. Everyone should be a salesman when it comes 
to the club. Most of our new meabers find out about us 
thru word of mouth. I hope all of you will keep this in 
mind and stay on the lookout for potential new members. 


As I mentioned earlier I’m off to Seattle where I 
hope to come back with a storehouse of new and 
interesting info. I’m going to have to be sure to take 
my check bock along to take advantage of all those deals 
at the show. Now all I have to do is convince my wife 
that if I buy that new hard disc drive we can live on 
$37 worth of groceries next aonth. Well, hope to see 
you all at the next meeting. Bye for now. 
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EDITOR’S COLUMN 
Teri Williams 


Greetings, and Salutations from your brand new PAC 
Newsletter staff. If you do read the inside cover you 
will find that there has been some major changes in the 
Staff of the newsletter (and if you don’t [guilty ne] 
you'll find out now). 


First off, the new staff consists of ayself, Teri 
Williams, as Editor, Chris Hudets, the 8-bit Associate 
Rditor, and Tim Rader, the 16-bit Associate Bditor. We 
now have an editor for both machines in the hopes that 
we can bring you an even better newsletter with 
articles concerning all. This will also take off some 
of the stress of just one person trying to handle the 
whole thing. 


Next, we have Lee Bole and Melvin Waller, our 
Assistants, to help with the typing, pasting up, 
mailing, and many other nit-picking things to keep thea 
out of trouble. 


Lee Gassaway, our Ad Coordinator, will remain on the 
staff. And we still have the many chuckles by Cldye 
List, our Cartoonist. 


With the help of some dedicated people, too numerous to 
mention, and a lot of phone calls and running around 
like ‘chickens with their heads cut off’, we hope to 
have the June issue out in time. The changeover has 
been very rapid, only allowing us a couple of weeks, so 
please bear with us, as we have a case of the ‘blind 
leading the blind’ so to speak. We will learn as we 
go! The transition seems to be going fairly smooth 
although there are a few minor problems to be worked 
out. Such as: for a few months you may notice that 
some of the articles have different type faces; that is 
because we are using two printers, one for the ST and 
one for the 8-Bit. We hope to have that resolved soon. 
Next, I haven’t figured out how to do Mirco-spacing on 
my printer so there may be a few gaps here and there in 
the text, in order to keep justified margins. I now 
have the Club’s printer which, hopeully, I will be 
using for the next issue if I can get familar with it 
that soon. 


I want to personally thank our retiring Editor for 
the very fine job he has done for us the last couple of 
years. That’s alot of elbow grease and he put in many, 
many hours! 


My thanks also go to Steve and Debbie Billings , 
Clyde and Debbie Pritchard, and Chuck Hall, who have 
literally put ‘years’ into the PAC Newsletter. 


Any Feedback you would like to provide this new staff 
would certainly be appreciated. /tw 


SPECIAL INTEREST GROUPS 


EASTSIDE ST SI6 
Meets the 2nd Thursday of each month at BOLSTER 
REALTY, {1183 NE Halsay at 7PM, The May 14 meeting 
consisted of a demonstration of PUBLISHING PARTNER and 
general questions-and-answers. Next meating will be June 
ii, An announcement of what we'll do then will be on PAC 
#1 and mentioned at the next PAC meeting. 


EXPLORERS ST SI6 
Meets on the ist and ard Thursdays at Tektronix, 
Beaverton campus, Building 30 at 7PM. 


The 57 EXPLORERS S16 is ce a haw to 

the §7 computer and the prog that run on the ST. In 
the 5ST EXPLORERS Sig there 7 ng such thing as a dumb 
question. Sc please come and as ai anything. Even if 
you do not have any questions, you can learn by coming and 
listening to the shortcuts and s that someone else 
has found, 

The first Thursday in May we covered the YIF 
spreadsheet program, The first Thursday in June we will 
earn how to use BAC EASY ACCOUNTING. 


use 
1 


B-BIT EXPLORERS SI6 
Meets 2nd and ird Tuesdays at £2 SW Miles St. This is 
an active bunch of &-bit users whe delye intc new and old 
programs, share guestions and answers, have got-lucks now 
and then and in general try to give support to the @-bit 
Atari camputers, (Cail Tom Comerford 246-4494 or Wayne 
winterbottom 255-2219, 


MODEN SI6 
Meets ind Mondays at SI6 Leader derry Anderson's 
house. Get hele with your modem, share information on BRS 
use, etc, Call derry at 452-2914 fer information. 
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BOARD MEETING 


Dan Gibson 


The April Board Meeting was held at 7 p.m. on April 
15, 1987 at 1.8. Computers. Attending were Dan Gibson, 
Dave Holliday, Randall Leong, Michael Whiteley, Verne 
Newsome, Glen Plas, and Mel Waller. 


BUSINESS 


Glen Plan was elected as ST Librarian. It was decided 
that we would buy a club single sided drive for $75. Mel 
Waller was appointed as the sysop for the PAC BES #2. 
Check the cover for the new phone number. The next board 
meeting will be at [B Computers Too, located at 1344 N.E. 
100th. The meeting will begin at 7:00 pa on Wednesday May 
20, 1987, The board approved a $10 per month amount for 57 
library downloads from GENIE. Beginning with the May 
general meeting, anyone selling disks not from the 
original software manufacturer must remove all labels. 
This includes from the jackets and boxes if any of that 
identify the contents of the disks. 


MAY MEETING 


The May general meeting will begin at 4:30 p.a. at 
the Northwest Service Center with the 8-Bit program. Bill 
Pike will demonstrate a new 8-Bit program called Autoduel. 
At 7:30 we will take a break and prepare for the business 
nart of the meeting which will cover general Atari news. 

16 group leaders will tell us about the clubs special 
interest group activities. Dave Holliday will update us 
on special deals for club members. Next, we will have a 
question and answer period. At 8:10 the $7 program will 
begin. Dave Roberts will demonstrate GAF Basic and Dan 
Gibson will show off his bowling skills with {Oth Frame, 
At 9:19 the meeting will adjourn. 


TREASURER’S REPORT . 


Beginning Bank Balance 1,507.04 
Revenues: 
Memberships $300.00 
Ad 30.00 
Software Sales $115.90 
Expenses: 
Newsletter (577,20) 
Bisk Drive (75,00) 
Phone Bill (23,24) 
State of Oregon (5.00) 
BRS #2 Supplies (17,90) 
Disks and Power Cord (26.87) 
Ending Bank Balance $1,947.31 
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MEMBERSHIP NOTES 
Jim Miller 


I wish to welcome the following new members and 
families to the PAC: 


DAVID BARR EVERETT PEARSON 

Several persons raised their hand in the meeting that 
said they hadn*t got their newsletter but not one cage to 
see about checking the membership list to see if I have 
their address correct! One of the reasons, for not 
getting your newsletter is that people give ae their 
address as ex:123 {23rd, they leave off street or ave or 
road. In. Portland, it is possible to have all at least 
two of them in the same zip. Pleeseeez let me know if 


you're not getting your newsletter. 


HHLAKKKKHL% HHH HHH HM 


HOTLINE 


AADDODADADARDADADDARAN DOA DDA DARD DDN DLEDAODEED DER D EOS 


The following people have generously offered to take 


telephone queries in the areas indicted. 


Adventure Games Jim Miller 641-6356 
Zant Burdine 206-695-5604 
BASIC Programming Nick Yost 981-0838 
Lee Gassaway 642-2455 
BBS Usage Steve Billings 246-1751 
Melvin Waller 230-0248 
C Randal Schwartz 626-6907 
Cassette Operation Lee Gassaway 642-2455 
DOS Operation Wayne Winterbottoa 255-8219 
Gary Lippert 237-7069 


BDMAN Richard Barhitte 206-573-0292 
FORTH Programming Ron Chaffer 283-5691 

Ricky Wooldridge 224-7163 
Hardware Gary Lippert 237-7069 
Modem Gary Lippert 237-7069 
Operating System Nick Yost 931-0838 

Leroy Baxter 653-1633 
Pascal R. Deloy Graham 649-6993 
ST General Chuck Hall 626-3717 


ST Fundamentals 
ST Logo 


Richard Barhitte 
Randal Schwartz 


206-573-0292 


626-6907 


RADADOADRDDEDAADRDADAHDDDRS DDE RD HDD DREAD OD HRE ARERR ORES 
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LABELMASTER from Migraph 
by Dave Holliday 


The software for this review was provided at no cost 
by Migraph, and I wish to thank them for making it 
available to the club for review. 


Well, first of all [can already hear the aoans out 
there. I know you're all saying "I need a label maker 
prograa (or worse another label prograal like a fish needs 
a bicycle’. Basicly, I feel the same way, 50 I was a 
little reluctant to spend time on going over this program 
and started out doing it as a obligation. However, after 
going thru the setup routine and practicing with the 
exaaples in the manual, I was very pleasantly surprised. 
Rather than having your basic label program, the folks at 
Migraph have added graphics capabilities giving you 
several options for making custom labels. 


Before I get into the eat of the review, 1 would 
like to say a little something about the software and 
documentation. The documentation for program operation 
was fairly well written. The instructions and exaaples 
were easy to follow and they started you right out doing 
something so you could see some end results. | don’t know 
about you, but I hate reading 49 pages of instuctions just 
to find out how to load the program. I want to do 
something with it as soon as I get home. The only fault | 
had with the manual was that aany of the screen displays 
and graphics examples in the manual had a "washed out" 
appearance, like they were shot on a cheap photocopy 
machine. If I got instuctions from someone that looked 
like these, I would think they were pirated. A word to the 
folks up at Migraph, "Get a better printer." 


Well anyway, getting into the progran everything is 
aenu-driven in the sense that it is structured using the 
GEM Icons, but modified for the program functions, You 
have a Desk, which lets you set up the printer, a File, 
which allows editing and printing, Sort, by several 
different means ie name, address, city, state and zip, 


TMPORTART DATES 


Newsietter Deadline June 13 


Board Meeting dune i? 


Design, which allows you to load, edit, save or print a 
pre-drawn design or one of your own. There also is a 
Block icon used for design editing and a Pen used for 
picking colors (black, white, gray only} and drawing 
style, 


The package comes with a variety of different 
pre-drawn graphics -- about §0 different graphics 
pictures. There is also a ful] set of letter graphics. 
Each of these graphics pictures can be printed as 15 on 
a label or aay be pulled into the design mode which 
allows you to modify the selected graphic to give ita 
personal touch. The design aode, a5 mentioned before, 
allows. you to draw your own graphics picture. I’m no 
artist, 50 1 never really tried auch with this function. 
It seemed to function similar to Neochrome in the sense 
you can make a single point or draw lines. The main 
difference being you are limit to black white and gray 
colors. The reason is those are the only colors you will 
be printing the labels with. 


When you finally have your graphic the way you 
want, you can then sort and print your labels. You have 
the option of setting the addresses up a5 business or 
personal, and the labels you want printed can be based 
on this criteria. I am not quite sure if you are 
limited by a total number of labels or by size of 
addresses, but a screen display said I could add over 
4000 addresses, which seemed a sufficient amount for 
most applications. 


1 feel that if a person were looking for a label 
progras, even if only for Christaas cards, this 15 a 
very easy-to-use program and the added graphics on the 
labels give them a nice personal touch. Migraph lists 
the LabelMaster program for $39.95, 50 it seems 
reasonably priced. I recommend you take a look. 


SPRINGY COMPUTER SCREEN 
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GETTING YOUR 8-BIT TO TALK TO YOUR ST 


By Rick 


Beetham 


(Reprinted from National Capital Atari Users Group, March i987) 


new owners af the Atari ST have probably come 
he oroblem of transferring files froa their old 


7 
across ¢ 
B-hit Ataries to their new machines. In most cases, 
getting the 57 to talk to their modem was just a matter of 
surchasing or building a cable, acquiring a software 
package, and then calling the loca 1 BBS. After calling a 
BBS they noticed that there still is a lot good software 
available for the S-bit machines, all they have to do is 
dawnload pea maybe they will reconnect the &-bit 
machine to the Of course this is also 


Ae sitet ae By Will “find hat elusive §7 subroutine 
ave bean looking for so then they will have ta 


p 
‘sconnect, reconnect the acdea to the ST, recall the BBS, 


is an easier way to transfer files and you 
rface: or tua modems; or a friendly 
do it, The oe is using a nul 
ives you the very bare-bones RS 

1 gr sani a recieve data, and 
to make a null modem cable, 
a da ta line fron 
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t both terminals 
and half duplex. | 
s from one Atari 
for building the 
nh where as buy the 


Start by cutting ot ae nd cabie from an { 
: 


Q 
ove a one aid of £ 


Parts Lis:: 


Atari joystick plug and cord 
Length of 3 strand ‘vire. 
Switching Diode (Tandy paré :10. 276-1122) 
4.7K 1/4 watt resistor. 
25 pin RS23¢ Female Connector 


beet tetas 2 
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\+5 +4 #4342 41 = / 
\ | | / 
. +9 +8 +7 [+6 | 

\ | | |/ 


@ 
meaeaawue Sess an ene 


LIX to 
+--|->|-+ = | 
4.7K | |/ | 
\diode | 
| | 


fanrennr enacts cece recent 


| Note: Black and 
| white wires are 
\ | not connected 
| together 


OP emo 


| 
| 
| 
| 
\4142 439 4445464748494 +4 4+ / 
\ / 
\t ¢ t+ t+ t+ tt t+ + + + t/ 


\ / 


weaesaeaneeaeenrnesaanrae = ROBE a DT een aaswaaum 


PAGE 6 PORTLAND ATARL CLUB 


NOW WHAT? 
OSS PERSONAL PASCAL AND THE BEGINNER — PART 2 
Written by David Meile 


JUME 1987 


[Copyright 1986 David MNeile, all rights reserved. 
Peraission is given to Atari user groups to reprint this 
article, as long as this statement is included. 095 
Personal Pascal is a product of Optimized Systems 
Software, Inc. I am not related to the company, | siaply 
bought their coapiler.] 


WINDOWS, GRAPHICS AND PASCAL 


One of the many nice things about OSS Personal Pascal 
is that it provides the Pascal programmer with siaple 
access to many of the GEM operating system features. 
Unfortunately, while access is siaple, it is not always 
EASY. GEM requires a lot of prompting before it will 
produce something like a Window. But, once you get the 
basic idea of how to access GEM from Pascal, it DOES 
becoge easier as you write more programs. 


Last time, I said I was going to draw some lines. 
Actually, I aa going to do a little more than that... 


am going to introduce the basics of creating a Window to 


draw ON. The program that follows is called GRAPHICS.PAS. 
THE PROGRAM: 


PROGRAM graphics; 
{ Clear the screen and draw something } 


CONST 
{$I gemconst.pas } 
TYPE 
{$I geatype.pas } 
VAR 
XV sWyNy 
my_window : integer; 
my event : integer; 
wind type +: integer; 
title : Window Title; 


{ The following must be defined for completeness, 
but are not used } 


message : Message Butter; 
key : integer; 
bent, bstate : integer; 
AX, MY : integer; 


kbd state : integer; 


{$I gemsubs.pas ; 
PROCEDURE Do Graph; 


BEGIN 
wind type := 6 Name; 
title :=° Drawing a box ’$ 
ay window := New Window( wind type, title, 6, 9, 
0,03 
Hide Mouse; 
Open Window( my_window, 0, 0, 0, 9 0; 
Set_Window( my_window }; 
Work Rect ( my_window, x, y, W, fh); 
Set Clip{ x, y,; #, h}j 
Paint_Color{ White ); 
Paint_Rect( 0, 0, w, ho}j 
Line Color( Black }; 
Text Color{ Black ); 
Draw String 10,19, 7You can draw text on screen 
too!’); 
Line( 15,15, 15,100 ); 
Line Tol 100,100 5; 
Line Tol 100,15 ); 
Line Tot 15,15 ); 
Line Tot 100,100 );5 
Line( 15,100, 100,15 }; : 
Draw String( 15,110, "Click the left button to 
Pkitics 13 
my_event := Get_Event( E Button, 1, 1, 1, 9, 
False, 0, 0, 0, 0, 
False, 0, 0, 0, 9, 
message, key, bent, 
bstate, ax, my, kbd state ); 
Close Window! my_window }; 
Show Mouse; | 
Delete Window{ my_windaw ); 
END; 
BEGIN 
IF Init bem >= 0 THEN 
BEGIN 
Do Graph; 
Exit Gem; 
END; 


AND NOW... THE EXPLANATION: 


Quite a lot of things are going on in that little 
program, right? I am sure that you recognize mast of the 
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lines at the very end. There is the ‘Init bem’ function, 
asking GEM if it can create a new workspace. There is the 
"Exit_bem’ procedure, telling GEM that the program is 
finished with the workspace. And there is that funny line 
that simply says ’Do Graph’. 


BUT FIRST, A BRIEF DIGRESSION: 


Pascal works best in small chunks of code, called 
PROCEDURES and FUNCTIONS. As you may remember, a function 
is a subprogram that, when called, returns a single value, 
The function “Init Gem’ returns an integer value greater 
or equal to zero when GEM can run the program, 


A PROCEDURE is a subprogram that, when called, 
performs some sort of action. [ft may for may not) return 
off or more values. Procedures can require PARAMETERS, 
which are variables with some sort of value. “Draw String’ 
is a procedure in the program above. [t's paraseters are 
two integer values and a string. (Remember, strings are 
enclosed by single quota marks - ‘This is a string’). 
"Exit Gem’ is a procedure with no parameters. 

One of the advantages of Pascal over BASIC is that 
procedures and functions can have variables that do not 
affect the program cuiside of that particular subprogram. 
A short example: 


0 ae ae om oo we oe ow 68 oe oe om om oo OP em 68 Sm om oD > Oe 08 Om om oe OP em ee OD Om em Om om Om ts Oe Ow me ee ae oe oe oe 


Program example 1; 


a, 6b : integer; 
Procedure dark( x : integer; y : integer }; 


VAR 
a, 6 : integer; 


BEGIN {Procedure darki 

ais x] 

bizalky; 

Writeln( ‘a=’, a, ° b=°, Db); 
END: {dark} 


BEGIN (Main program examplel} 

ar= {is 

brs a} 

darki a, B }: 

Writeln( ’a = 7, a, 'b=7*, bs 
END. (example 1} 


What do you think this short program will do? Print 


PORTLAND ATARI CLUE a PAGE 


out values of °a’ and *b’ of course. First, assign 16 
to aand oto b. Then call the procedure dark. The two 
parameters are a and b ... a! are called x and y 
WITHIN procedure dark, Assign x to a {so a = 16) and 
assign afk y to b (10 $3 = 50, so b = 50). The Writeln 
will print out the following: 


a=l)b=30 


Now, exit dark and go back to the main prograa. 
Here we print out the values of a and b. Sut the values 
ef a and 6b have not changed in the main program, they 
only changed within procedure dark. So, ais STILL 10 
and 6 is STILL 5 in the main progras. The Writeln will 
print out the following: 


aziob = 4 


Tf you have followed this, congratulations! You now 
know about LOCAL (within a procedure) variables, 


Now, back to the REAL prograa: 


OK. You can see that ’Do Graph’ is a procedure. 
There are no parameters, so any variables included in 
Do Graph must be GLOBAL .. that is, the variables listed 
at the top of the program apply to the procedure as 
well. A GLOBAL variable can be changed by ANY 
subprogram, and should not be used much within your own 
programs. ‘Proper’ Pascal programs almost always use 
LOCAL variables within procedures, passing parameters 
back to the main program when necessary. 


With that in mind, let’s look at what’s going on in 
the procedure called Do Graph. The first thing you can 
see are several assignments. ‘wind type’ is an integer 
variable used in the function New Window. It can be aade 
up of saveral parts, and describes the parts of the GEM 
Window we want to be there. These include the scroll 
bars, the “close window" box, and the window name. 
G Name is an bit value for the window nase. 6 Close is 
another bit value for the close window box. When 
combined they produce an integer value that we can 
assign to wind type. To include both, you would type: 


wind type := G Name : & Close: 
Additional parts of a GEM window can be included: 
G Full, G Move, G Info, etc. 


since I’m going to have a window name, I may as 
well tell GEM what it is, right? That is the variable 
title’. You'll notice that the variable is declared 
"title : Window Title’. Window Title is a special TYPE 
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included in the GEMTYPE.PAS file. If you’re interested, 
you can look at GEMTYPE.PAS to see how “special” types are 
declared. 


Having my two variables assigned, I make a call to 
the function called *New Window’. You can tell it is a 
function because it*s on the right side of an assignment 
statement. The variable *ay_window’ is an integer, so the 
function New Window returns an integer value. The function 
New Window asks GEM to set up space for a window, and lets 
Pascal know how to access it by nuaber. It also tells GEM 
what the title for the window should be. 


I don’t want the mouse arrow to clutter up ay nice 
graphics screen, so I tell GEM to hide it with the 
procedure “Hide Mouse’. You MUST include a ’Show Mouse’ 
somewhere in your prograa for every Hide Mouse you 
execute. If you don’t, when your program is finished, GEM 
will still be hiding the souse when you get back to the 
Desktop ... not a pretty “sight”! 


OK. The mouse is in hiding, and I can safely OPEN a 
new window,using the procedure ‘Open_Window’ (of course). 
1 tell GEM to open the window it has reserved and to give 
me the maximum aaount of space to work with ithe 0,0,0,0 
tells GEM to make the window as BIG as possible, which 
generally means full-screen. Don’t exceed the values that 
you used in the New Window function call...). To aake SURE 
that the window I just opened is the one I will be using, 
I use the procedure ‘Set Window’. If you have several 
windows open at once, you use Set_Window to tell GEM which 
one you’re going to be working with now. Notice that the 
variable ’ay_window’ lets GEM know WHICH window I*a 
talking about. 


The window is open and set. I want to find out how 
much space I have to work with, so I use the procedure 
"Work Rect’. The variables x,y,w, and h are given values 
by the procedure Work Rect, and I can use them in ay 
prograa to determine several things. The x and y tell me 
where the ‘origin’ of the window is, and wand h tell ae 
how wide and high the window is. This is useful 
inforgation -- it means I don’t have to write separate 
procedures for each resolution mode (LOW, MEDIUM and HIGH 
resolution). Instead, I can restrict syself to the 
boundaries given by these values. 


I can do better than that. I can tell GEM to ignore 
things I draw that are outside the window boundaries by 
making a call to Set Clip’. This procedure will take the 
values I got from Work Rect and tell GEM not to do any 
actual drawing outside of those boundaries. Now, 
regardless of how big or small my window is, I can draw on 
it without fear of crashing the system by gorng outside of 
the window boundaries. 
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I have my window on screen, but it’s got the 
background color of the GEM Desktop. I auch preter to 
draw on a white background, so [ set the *Paint_Color’ 
to white and then tell GEM to paint the entire window 
that color using ’Paint_ Rect’. Notice that the width 
and height are passed to Paint_Rect. I have set the 
origin at 0,0, which is the upper left corner of the 
window (or it’s supposed to be... try it using x,y 
instead of 0,0 and note the results). 


OK, I have a white background, so I’m going to draw 
things with black lines. I set ‘Line Color’ and 
Text Color’ to black. Then {I call procedure 
"Draw String’. The two parameters are x and y pixel 
values, x going horizontally and y going vertically. 
10,10 is 10 pixels to the right and 10 pixels down. 


Next, I draw some lines. Ideally, I would be 
drawing a square, with corners at 15,15 and 100,100. 
However, it may not look like it on your screen. The 
reason for this is that there are MORE x pixels than 
there are y pixels on your screen. In LOW resolution 
there are 320 x 200 pixels. In HIGH resolution there are 
640 y» 400 pixels. In MEDIUM resolution there are 640 x 
200 pixels. The first number is the x pixel value, the 
second number is the y pixel value. 


For now, we'll not worry about it. BUT, if you're 
going to be doing lots of graphics, you'll want to set 
up some sort of “fudge-factor" to aake things look 
right. Qne possible solution is to multiply the « value 
by some constant based on the resolution mode you are- 
in. For example, in MEDIUM resolution, multiplying x Dy 
3,2 would compensate. (3.2 x 200 = 640.) 


There are two procedures for drawing lines: *Line’ 
and ‘Line To’, The first requires two endpoints, the 
beginning of the line and the end of the line. The 
second requires one endpoint, using the end of the last 
line as the beginning of the new line. 


My lines are drawn, and all of the text is alse 
drawn, The second Draw String is an absolute MUST. The 
reason? You should ALWAYS let the person using your 
program know what to do next! If the secend line were 
omitted, I would have no idea that I was supposes to 
press the left mouse button to exit the program. it is 
good programming practice te include such ‘hints’ where 
they are needed. 


How do I tell when the left button is pressed? | 
use the Pascal function "Get Event’. There are a LOT of 
sarameters for this function. Some are not needed just 
to test for a simple click on the left mouse button. 
These are duly noted in the VAR declaration part of the 


program. ‘my_event? is an integer value returned by 
Set Event. In many cases, your program would take this 
value and continue to do something else. Here, it simply 


u fi 
sets up the program to await a ciick of the ’ol acuse 
button, 


Get Event parameters needed to test the mouse button 
include E Button ("I°a waiting for a mouse button 
event...°}, and several values that follow. The first ‘1’ 
means “left mouse button", the second “1° means “waiting 
for user to click button", the third °1° means “wait for 


one click® and the °° means “wait this long far the 
hutton click". In this case, that °0° 15 meaningless {as 
are the ‘False’ and other °O’s in the parameter List) 


a 
Since We are not using the E_Timer event flag. Everything 
ly + n 
£ ‘ae id 


for completeness. 

Once I click the mouse, I] close the window [ created 
with ‘Close Window’. Then I 'Show Mouse’, because I hid 
it earlier and I want to SEE the mouse arrow once ay 
m is finished! Then I ‘Delete Window’, which 
releases the e space GEM has allocated for my window since | 

i 


“ta 
“| 
ca 

wa 
~ 
fa 


t. Look at all of that work, simply to 
ines on the screen! However, the next 
Ba window and draw some lines, it‘ll 


Of RAM disks and Pascal programming: 


If you have a 1040 57, or a 520 ST with a | cp 
memory upgrade, you can move the 055 Personal Pascal fi 
from disk to a RAM disk. This makes things like ae 
the compiler and linker MUCH faster. You need to make sure 
that the RAM disk you are using can survive a computer 
RESET, Talk to your lecal Atari ST user tae to see if 

the many RAM de vailable, 
PEG, another 15 ava ae in an 


ee 


To qmate moving yo 

RAN isk, you need to a 

FLDRZDSE.PRG, a 
Q 


r Pascal progran files to the 
or a program such as 
able from many bulletin boards and 
11s program, but do not p 

he instructions mention. The reason is 
pated on a number of disks, and 
eboot my system siaply to load 


tit inte 


you awn an Atari 320 57 without the memory 
, ¥ou can speed things up somewhat by using a RAM 

disk and putting your orograms on the RAM disk instead of 
re some ee etions available to do this, 
ail rom your local user group. [f 
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you can’t find them, I will be happy to copy them for 
the of a STAMPED self- addressed envelope. About 
the best you can hope for is a 200k RAM disk. 


Wrapping things up: 


I'd like to thank everybody who sent me letters and 
E-Mail regarding the first column. in future months, you 
can expect to see some more articles on working with 065 
Personal Pascal, 


In next month's article, [ will discuss reading 
from and saving ta files. I’1l also talk about using 
the pre-defined DIALOG boxes that are accessible from 
O55 Personal Pascal. 


I’m open to answering some SIMPLE questions 
regarding Personal Pascal. You can reach me via GEnie as 
D.MEILE, or write (include a stamp, please) to: 


David Meile 
Box 13029 - Dinkytown Station 
Minneapolis, MN 99414 


Additional reading: 


If you are interested in a college text for Pascal, 
you might find that AN INTRODUCTION TO PROGRAMMING AND 
PROBLEM SOLVING WITH PASCAL by &. Michael Schneider, 
Steven W. Weingart and David M. Perlaan is useful. It is 
published by John Wiley and Sons, and the latest version 
was published in (] believe) 1984. It was the text used 
for beginning programming classes at the University of 
Minnesota in Minneapolis when I learned to program in 
Pascal, 


9707670700076 707070707070 707020 Jo Toro so Totoro ro ro tororo totorore kotor Xe toro 
Hint of the month 


If you have the "Call Waiting 
blues" when you used your modem, don’t 
fret anymore. Before you call that BBS 
Just press *70 (1170 for rotary dial 
phones), and when you get another dial 
tone, call whomever. This will stop 
any calls from coming through. When 
you hang up your phone call waiting 
will automatically restart. If your 
software allows it (auto-dialing) 
include *70, a pause, then your number. 


167610707070 /0/0/0/0/0/0/0/0/0 0b 1102020202020 702020707070 707070 707070 20%0% 
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TURBO BASIC XL/XE 
Compiled by Teri Williams 


There is a public domain program showing up on 
many BBS’s called TURBO BASIC XL that is "vowing" a lot 
of people. [ have read the expression “outstanding" 
many a time while leafing through the many Newsletters 
that the club receive each month. Turbo was written by 
Frank Ostrowski for the German magazine HAPPY COMPUTER. 


DAYTRIPPRR the Kditor of the Ram Gazette 
(Cheyenne, WY) had this to say "I was told by a truly 
informed source that this was NOT suppose to be in the 
PI). It was accidentally released as PD and once it hit 
modem-land there wasn’t much that could be done. It 
wasn't PD, then it was, not it most definitely IS! !" 


This Program has been translated from German into 
Rnglish and I am happy to say that it is in our Disk 
Library. A two-sided disk with the Turbo Basic 
program, the Compiler, Docs, Demo’s and etc. 


The following articles are excerpts from various 
newsletters of the glories of Turbo Basic and fixes for 
the compiler, 


RAARARRR ODDO OBOE 
(Excerpt from the RAM GAZBTTR Cheyenne WY April, 1987) 


‘FURBO BASIC 
By Bd Gage, 8hit librarian 


TURBO BASIC is designed for the XL/XB computers, 
and takes advantage of the special features of both of 
these types of machines. Not only does it offer 42 
commands BASIC doesn’t have, it also free’s up two more 
kilo bytes of user accessible memory for your prograns. 
The documentation file included with it says it will 
not operate with Spartados, but works fine with 2.0, 
2.9, and MYdos, and fully supports the ram disk. 


Fine you say, what's the big deal? Most of the 
commands can be “faked” with Atari BASIC. What’s the 
difference? The difference, and something that can’t 
be faked, is the speed, The Turbo Basic will run your 
normal Atari Basic programs three times faster! While 
this may sound incredible, it is just a beginning. 
With the Turbo Compiler included on the disk, you have 
the ability to compact your basie files and have them 


run 15 times faster! 


TURBO BASIC is also insensitive to case, so if you 

were to enter commands in the lowercase or inverse mode, 
if would still recognize them. For those of you who use 
excessive for-next loops, it automatically indents lines 
to make program reading easier. It will also print 
these indented lines, 
If you lose track of a variable, or just type the 
command, DUMP, the computer displays a listing of all 
the variables and their locations. Or just DUMP “P:" 
and get a printout of the variables, 


TURBO BASIC also has the ability to label line 
numbers, using the command, # name. For example, if you 
had a program where the main wenu occurred at line 100, 
simply enter: 100 $# MAINMENU. &verytime you want to 
return to the main menu, just type GO ¢ MAINMENU, and 
the program jumps to line 100. 


Ever hard a hard time finding those REM statements: 
Not with TURBO BASIC. Just enter a double-dash for a 
program line (--) and the line automatically turns into 
thirty dashes the next time you list it. However, if 
you check your memory, you will find that it only took 
up two more bytes instead of 30. | 


TURBO BASIC also has a trace feature, which allows 
you to trace your renumbering and line deleting feature 
for large amounts of editing, an INKEY$ feature, a TIME$ 
feature, although the timer loses about 12 minutes per 
hour, english error messages, CIRCLE, text, and PAINT 
commands for graphics, Procedure definitions, REPEAT 
UNTIL WHILE END loops, IF THEN BLSE ENDIF executions, 
basic DOS commands, channel - pairing for sound, decimal 
- hexidecimal conversion, commands to check error number 
and line, ability to print quotations in PRINT 
statements, binary loading, block memory transfers, 
etc., etc.,etec. 
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(Excerpt from A-BUG, Atari Boston user group Jan.’87 by 
way of NWPAC, Phoenix, AZ April, ’87} 


The command summary lists only the new commands of 
TURBO BASIC. Turbo also supports all the commands of 
Atari BASIC, and will load Saved Atari Basic files. 
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Turbo programs will load into Atari Basic if none of 
the new commands are used. 


Many of the new commands will be familiar to users 
of BASIC XL and BASIC XB. Turbo is not identical to 
either of those languages, however. Some of the new 
commands have the same syntac, and others differ. 
Turbo has commands that the OSS BASICs lack (CIRCLE and 
PAINT, for instance}; the OSS languages have commands 
that Turbo doesn’t (player-missiles, for one}. 

Turbo pays no attention of LOMEM; you get the same 
amount, of space no matter what DOS you use. I[t is 
incompatible with the 850 RS-232 handler; the basic 
program loads over part of it. You can also have 256 
variables in your program, instead of only 128. 
Statement labels count as variables. 

Since Turbo uses the space under the 0S ROM, it will 
not run on a 400 or 800, it is incompatible with the 
under the ROM and under cartridge DOS systen. 

The compliler will handle most BASIC program. None of 
the immediate commands (LOAD, SAVB, etc.} will compile; 
nor will FOR loops with more than one NEXT statement. 
The compiled code is larger than the BASIC source, so 
some big BASIC programs can’t be complied. 


Turbo Basic XL is am outstanding public-domain 
program. It offers many of the best features of other 
extended BASICs. plus a few of its own. It is fully 
compatible with Atari Basic, and very fast. 


AADDAMDADDODAADOD 


(Reprinted from PSAN Pugent Sound Atari News April, 
1987) 


TURBO-BASIC COMPILER PROBLEM 
Jeff Colehour Dick Hearsey, BRACE 


The new Turbo BASIC system has been discussed in 
many publications and is truly an outstanding basic for 
the § bit Atari. It is not only much faster than Atari 
BASIC but it also has a compiler that provides an 
additional increase in speed for most applications. A 
few limitations on the types of BASIC commands that can 
be used with the compiler have been presented, but we 
have found another limitation that might be of interest 
to any one who is considering using the Turbo BASIC 
compiler. THe problem has to do with arithmetic 
operations on singly or doubly subscripted variables. 
The short program shown below works correctly when 
using the Turbo BASIC interpreter only, but gives gives 
an error when run in the complied mode. This is 
followed by a simple work around that does work in the 
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10 RBM TURBO BASIC COMPILER 
20 REM SUBSCRIPT PROBLEM DEMO 
30 DIM MAT(3} 

40 MAT(1)=1 

50 MAT(2)=2 

60 MAT(3})=MAT(1) *MAT(2} 

10? MAT(3} 

80 BND 


The result of running this in the compiled mode is 
RRROR 9 in LINE 0060: Array or String DIM Brror. A fix 
for this is to change line 60 and add line 65 as shown 
below. 


60 Z=MAT(1)$MAT(2} 
65 MAT(3)=2 


The limitation is apparently that if arithmetic 
operations on subscripted variables are preformed on one 
side of the operator "=", a subscripted variable cannot 
appear on the other. The arithmetic operation is part 
of the problem because a statement such as MAT(2)=MAT(1)} 
does not cause an error. We have also encountered 
similar situations in which no error message was given 
but incorrect results were obtained when running in 
compiled mode. If subscripted variables are being used 
it would be advisable to carefully compare results 
obtained from the compiled and interpreted modes. This 
is not a serious limitation, since the work around is 
fairly easy, but it could require code modifications to 
permit use of the Turbo BASIC compiler. 


DADDAROORAAA DAN DD 


(Rxcerpt from the B.A.9.B. newsletter in Bloomington, IL 
April, 1987] 


TURBO-BASIC TIP 
by Brian Green 


I found a coding example that the TURBO BASIC 
compiler doesn’t like. You will have to make a change 
to your code if you want a clean compile. This exaaple 
contains one FOR and two NEYT statements for the one FOR 
clause. The logic works under Atari BASIC without any 
problens. 


260 FOR I=] TO 300:X=PBRR( 764} 
263 IF X¢>255 THEN [=300:NRXT T: | 
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GOSUB 124:G0TO 270 
264 NEXT [:X=USR(GR):GOSUB 124 


The following change will get past the TURBO BASIC 
compiler by having only one NBXT statement for the FOR 
loop. 


260 FOR [=] TO 300:X=PBBR( 764) 
263 [F %¢)255 THEN 12300 

264 NEXT I 

205 IF X=255 THEN GOSUB 124: 
GOTO 270 

266 X=USR(GR):GOSUB 124 


This example of code was from the Okimate 10 color 
dump program. After making the change, instead of 
taking 20-25 minutes to produce a color dunp for a 
picture file, the compiled Turbo BASIC version did the 
same job in 10-15 minutes. Not a bad result for a 
quick change to the original code! 


%%%%%%% Ho 0. Ooo 


RASY SURGE PROTECTION MODIFICATION 
By Jim Parks, Atari Federation 


A multiple power strip is a common accessory, and you 
can easily provide yours with a surge protection that 
equals commercial products. The secret is to use Netal 
Qyide Varistors (MOVs). These devices short to ground 


when their voltage rating is exceeded. One first 
disassenbles the cage to expose the wires coming from 


the power plug. There should be three wires: white, 


black, and green. Strip insulation from these at a 


point where they enter the case (before any outlets. 
You aust have a grounded power plug for this to work. } 
Using three MOV'S, solder one between each pair of the 
three wires -- between green and black, between white 
and green, and between black and white. Use heat 
shrink tubing to cover the exposed leads of the MOV’s. 
Wrap all exposed wires with insulating tape and 
reassemble the case. That’s all there is to it! The 
Radio Shack Part number for a 130 volt MOV is 276-571. 
You need three of then. 
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THIS @#&%$ M301 
By Mel Waller, PAC 


(This bit of news in part comes from ZMAG and Mid- 
Michigan Atari Users. No author credited. } 


Until recently, [ have not remenbered my first 
experience with my XM301. There have been sone 
questions on the club’s BBSs as to problems with this 
modem. Also, in reading other club's newsletters I have 
found that these problems are wide spread. It seems 
that the most common problem (which happened to be the 
problem [ had) is that the cable coming from the moden 
has four unused wires lying loose at the end of the 
cable. This in itself poses no problem, that is if it 
were not for the fact that the ends of these wires are 
bare. These wires can short together or to the board 
and not only cause problems, but have smoked numerous 
disk drives and interfaces. 


The fix for this problem is to unplug the modem and 
open it up. Then isolate each loose wire by taping then 
off seperately. But before you close it up again you 
might consider fixing another potential problem 
proposed by the STATUS group of Virginia Beach. I 
seams that the YM301 will intermittently draw excessive 
amounts of power off of the line, which in turn 
disrupts the operation of the other equipment. Their 
suggested fix for this is to add three 470 ohn 
resistors between the circuit hoard connections and 
wires 3, 9, and 13 as labeled on the board. That is, 
one resistor each between the board connection and the 
wire end. Then tape or shrink tube each separately. | 
hope this will help everyone out (before) there is a 
serious problem. Those who are reluctant to do this 
modification, I will do it for you at the 8-Bit 
Byplorers §.1.G. for 50 cents. Now for those 
interested, there has been a report that there will be 
new BXPRRESS! 3.1 versions to come out almost amy time 
for the 850, MPP, and 1030/XM301. They will all be 
configured the same and will include improved XMODEM 
and YMODEM routines, -Mel- 
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THE GENIE ATARI ST ROUNDTABLE — AN OVERVIEW 


The Roundtable is an area of GEnie specifically set 
aside for owners and users of Atari 57 computers, although 
all are welcome to participate. 


There are three main sections to the Roundtable: the 
Rulletin Board, the Software Library and the Real Time 
Conference area. 


The Bulletin Board contains sessages from Roundtable 
meabers on a variety of Topics, organized under several 
Categories. These messages are all open and available for 
all to read (GEnie Mail should be used for private 
messages}. If you have a question, comment, hot rumer or 
an answer to someone alse’s question, the Bulletin Board 
is the place to share it. 


The Software Library is where we keep the Public 
Domain software files that are available to all Roundtable 
geabers, You can ‘download’ any of these files into your 
own computer by using a Terminal Prograa which uses th 
"Y¥MODEM’ file-transfer method. You can also share your 
2 Public Domain programs and files with other 
table members by ‘uploading’ them to the Software 
ae snes ing on GEnie is FREE, so you are encouraged 
your Roundtable grow. 


The Real Time Conference is an area where two or gore 
Roundtable members may get together and ‘talk’ in 
‘real-time’. You can participate in organized conferences 


guests, drop in on our weekly Open 
COnference, or simply join in on an impromptu chat 
session. Unlike posting messages or Mail for other members 
to read at some later time, everyone in the Conference 
area can see what you type immediately, and can respond to 
you right away, in an ‘electronic conversation’. 


OV 
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I CANT BELIEVE IT— AFTER THREE YEARS, 
I'M FINALLY GoING To KILL THE wizAeD! 
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Below is the Main Roundtable Menu, with these areas 


indicated: 


GEnie ST 
Atari ST RoundTable 
Library: ALL Libraries 


Page 473 


t, Atari ST Bulletin Board 


{-~ Messages 


3, Atari 57 Real-Time Conference <-- Electronic 
Conversations 

3. Atari 5T RT Libraries <-~ Software 
Library 

(Programs) 

4, Qid Club Bulletins 870129 


5. How to use the Bulletin Board.. 
6. Note on XHODEM... 


Enter #, <Previous, or <Heelp? 


the er paundiahtee on the systea. 
the Atari §7 Roundtable is ~— e 473. 


the menus for 
In this case, 


Menu selection #4, the “Olid Club Bulletins’ will 


occasionally contain 
announcements, 


Choices #5 and #4 give further 
information. You may want 
them out for reference. 


At the menu prompt, you can type P to 
reyious Menu iin this case, 
Menu), 
your choice from the menu, 


Charlies Engebretson & Mark Cantrell 


aril 


information of interest from past 


details and 


ta Capture these and print 


return to the 


the GEnie Roundtables 
or H for more Help, or simply type the number of 
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DISK COMPRESSION PROGRAMS 
By Howard Ferguson 
(Reprinted from SLO-POKES San Luis Obispo CA April, 1987) 


If you use a modem for file transfers, you are 
probably aware of the most time consuming part of 
modeming: File Transfers. File transfers can be a very 
rewarding part of calling BBS’s and large 
telecommunication networks such as Compuserve and 
GEnie, but they also eat up a lot of time. This can 
cost You log-on time and money if you are a frequent 
file downloader or uploader. 

Inspired by this problem, there have been a lot of 
programs written with the idea of compacting files to 
make file transfers faster and easier. Two major types 
of compression programs have materialized to help us 
modem users out. The first type will compact an entire 
disk, including the DOS files and in some cases, the 
disk format. | The second type will compress selected 
files on a disk, which can be "decoded" on to any 
format. | 

DISK COMMUNICATOR and SCRUNCH are good exanples of 
programs that will take an entire disk and compress it 
into one file. These programs will compact not only 
the files that you want to transfer, but also the DOS 
and the directory. This type of program is excellent 
for converting boot disks into a transferable file. 
The Atari Translator disks are good examples of the 
type of disk where this type of transfer is necessary. 
When you have downloaded the compacted file, you can 
then uncompress them and you will have an exact copy of 
the disk. All you have to do is boot and go. 

ARC (ARCHIVER) is an example of the type of 
program that will compress a group of selected files 
into a single file. This is good for a group of 
related files that must be placed on a disk with 
certain file names to run the desired program. Many 
game and utility programs require several support files 
and they should be named properly to run. The ARC 
program will uncompress these files on to a disk and 
give them their original names so that you so not have 
to worry about this problem. The other advantage of 
the ARC program is that you can uncompress these files 
on to a disk with your favorite DOS and density. You 
can also save space in the compressed file because it 
does not contain unnecessary information such as DOS 
and DIRRBCTORY sectors. The disadvantage of ARC is that 
it will not scrunch a BOOT disk, so it will not work 
for disks such as the Atari Translator. | 

With the help of test data received from GBnie and 
some test date compiled on my own, I have set up 


a chart of the effectiveness of each of the major 
scrunching / unsrunching programs currently available. 
The chart below shows the results of the tests. The 
test consisted of compacting a group of files into a 
single file and then uncompressing it back into the 
original files. With all of the programs except DISK 
COMMUNICATOR, the files were compacted from a floppy 
RAMdisk and then transfered back on to the floopy. DISK 
COMMUNICATOR would not work from the RAMdisk. The DOS 
used was SpartaDOS 3.2d for all the tests because it was 
the fastest DOS available, and provided the RAMdisk 
capability. The files compacted were one each; a basic 
saved program, text, object code, a Koala Picture file, 
and an AMS II format music file. The total byte count 
of the source files was 58704 bytes, or 472 sectors. 


BYTK SBCTOR MAKB RECOV 
PROGRAM § CHANGE CHANGE TIME TIME 


SCRUNCH2 +1.8% +0.6% 3. 
SHRINK2 +1,8% +0,8% 4 
SUPER BOOT +6.0% +4.7% 2. 
SCOPY 43.3% 42.1% 1 
ARC 24.7% -25.4% 13, 
DISKCOM 6+5,.7% +3.6% 4 


The results of this test are subjective in that the 
results differ from file to file type and from disk to 
disk, but the programs selected were designed to provide 
a cross section of the major file types that are found 
on BBS's. The results do show however that as far as 
decreasing the size of on the result file, that the ARC 
program was by far the best. In fact, the other 
programs actually increased the size of the resultant 
file. As far as speed in compacting and uncompacting, 
SCOPY was by far the fastest. It was only a bit slower 
then a direct copy from DOS. SCRUNCH2 seemed to provide 
the best results for Boot Disk recovery because of it’s 
flexibility in recreating the original DOS format when 
unscrunching, 

Hopefully, this test will help you to decide which 
program to use when uploading a file for others, and a 
little insight into the reasoning behind the format used 
by BBS SysOps when thay put up files for transfer. 
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By John Nagy 


(Reprinted from FACCS Spokane WA April, 


Arc is a method of compressing and optionally 
combining files into a single ".ARC" file. The file 
format ig identical on the 8 bit Atari, the ST, PC's 
etc.. Because of the limited memory resources of the 8 
bit Atari, ARC.COM does generate ".ARC" files that are 
fully compatable with other computers such as the ST. 
ARCY.COM is used to extract files from an “.ARC" file. 

ARC was originally written in C by Tom Henderson 
of System Bnhancement Associates. The source code was 
placed in the public domain allowing for ARC and ARCX 
to be ported to a wide variety of computers (it was 
written in C, hence its ability to be ported to other 
computers}. | ARCX as implemented in the 8 bit version 
will support all ".ARC" files created with version 5 of 
ARC. 


When ARC compresses a file(s}, it tries out 4 
different methods of compression, and selects whichever 
method yields the smallest file. These methods are 
referred to as STORED, PACKED, SQUEEZED, and CRUNCHED. 
The method used wil! he transparent to the user of ARCX 
which will extract files stored in any of these 
formats, For the curious, STORBD ig as is, i.e., the 
file was to small to be worth compressing. PACKED is 
used when a file has a large number of repeating bytes. 
SQUERZED is the Hufman method, commonly used on large 
binary files. CRUNCHRD is the Lampel-Zev method and is 
the most commonly used as if gives the best results. 


At this time, there is no better compression method 
known. The 8 bit ARC.COM will only created STORED, 
PACKED, or SQUBRZBD files. | The “CRUNCHED" routine 


requires a 25K continous table, plus additional buffers 
for over 30K of buffer space, and therefore can not. 


An ARCed file contains ene or more files which has 
been compressed onto a single file. This reduces the 
size by a average of 30-50%. 


ARCX.COM is then needed to extract the files fron 
the “.ARC" file. ".ARC" files maintain a CRC check to 
make certain the file is intact - if ARCX tells you the 
CRC check was wrong, then the “.ARC’ file you are 
trying to extract from is had. This adds another check 
to program validity for files downloaded using Xnoden. 


ADVANTAGES OF ARCed files: 


1) Ignores amy characters tacked onto a file when 


1987) 


BBS and terminal don’t agree on block padding -- one of 
the most common causes of bad file transfers. 


2)  Compresses files -- Jess time spent 
uploading/downloading, more “room on a BBS for download 
files. 

3) Combines files -- both program and documements 
can be in the same file, 

4) Standardization -- ARC format is identical on 


the 8 bit, ST, PC compatable, etc. 


DISAVANTAGE OF ARCed files: 


1} Both ARC and ARCX are slow -- ARCX processes 
files at about 5K a minute, ARC works at about 4K a 
minute. 

%% Rditor’s notes &% 
If you are interested in obtaining some Disk 
Compression programs, we have in our disk library 
Utilities #7 which have the following: Side A 
Copymate 4.4 (a copying program) Side B - DISKRYI, 
DISKCOM?, SCRUNCHZ, COPYPLUS, ARCX,(With Docs) and 
SCRINKS. 


a See oe 
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H & D BASE vs dBMAN REPORTS 
By John Pellet 


JUKE 198? 


Reprinted from DAL-ACE, March 1987 


Here are two command files to print a typical address list using H&D BASE’s comaand language and dbMAN’s command 


language. I’ve attempted to explain the differences. 


regular type and should NOT be typed in. Commands are in UPPERCASE BOLD letters. 


H&D BASE 


GOTO 1 Go to the top of the data base. 
SET PRINT ON start echoing to the printer. 


SET RAW ON Do NOT pad a space between each print 
command. This must be done or the 


setup codes won’t work. 
2? CHR(27),CHR(78),CHR(4) Set up the line SOP. 
2? CHR (27) ,CHRI77) 


7? DATED Print the system date at the upper left 
28 AN ATARI-RELATED ADDRESS LIST" 
ae 


Print header and skip a line. 


DO WHILE .NOT. EOF Until end of file reached. 


? NAME, STREET, TRIN(CITY-(", "4STATE+* "+ZIP)) 


SKIP Go to next record. 
ENDDO Stop when end of file marker reached. 
? Skip a line. 


? CHR(12),CHR(27),CHR(54) Reset printer & send fora 


feed, 
SET PRINT OFF = Stop echoing to the printer. 


t Computerola (Printers only) Computers, Etc. 
6224 SE Main (residence) 
Portland, OR 

239-4319 (206) 254-5849 


Creative Computers 
3275 SW Cedar Hills Blvd. 
Beaverton, OR 97005 
644-1140 646-2950 


High Tech Toys 


$3 IB Computers Too 


Turn on elite, 12 cpi. 
SET RAW OFF Go back to the space padding default. 


11504 E. Mill Plain 81 
Vancover, WA 98484 


2865 SW Cedar Hills Blvd. 
Beaverton, OR 97005 


Phantasy Software & Elec. 


The control codes are for an Epson FX-85. The comments are in 


DBMAN 


SET TOP MARGIN 10 0 dbMan takes care of margins. 


SET BOTTOM MARGIN TO & 


So simply set as desired, 


GOTO tf ist record, as above. 

SET PRINT ON Start echoing to printer. 

SET CONSOLE OFF Stop echoing to screen. 

2? ESC("<2734773") Set elite. Same funtion as chr 


above. 
7? DATEG Same function as above. 
ct aie AN ATARI-RELATED ADDRESS LIST" 


9 


DQ WHILE .NOT. EOF 


Same functicn as above. 
Same function as above. 


? NAME, STREET, TRIM(CITY-(". "#STATE+" "+Z0P)) 


SKIP 
ENDDO 
? ESCU™C 12272649") 


Form feed & reset. 


SET PRINT OFF Stop echoing to printer. 
SET CONSOLE ON Turn screen back on. 


DEALERS CORNER 


Computers, Etc. 
{2145 NE Halsey 
Portland, OR 972350 
2279179 


44 1B Computers 
1519 SW Marlow Ave. 
Portland, OR 97225 
297-B429 


Toys R Us. 

Jantzen Beach: 289-4691 
Tigard: 620-9779 
Milwaukie: 459-3143 


t Discount available 
ti Monthly specials 


WH Telephone Systems 
Residence 
ST software only 


282-6223 
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AUTHORIZED SERVICE CENTERS 


1346 NE 190 FLO. Box 13474 
Portland, OR 97220 Portland, OR 97213 
294-9177 20773195 

Micro Care NW Computer Support 


1447 NE Sandy Blvd. 
Portland, OR 97232 Tigard, OR 97223 
230-0770 684-3280 


10260 5W Nimbus, 61 


Computron 
1129 SE 1ith 


Portland, OR 97205 
374-999) 
ai 


£i 


IB Computers 

1519 SW Marlow Ave 
Portland, OR 97225 
297-8425 


DESKTOP PUBLISHING FOR 8-BIT 
By Perry Bailey, PAC © 


This is not by any means a full review, but I felt it 


was important to give you some information in this issue 


of the PAC newsletter about several good products while it 
Was 5 Still news" 3 


To begin with, one of the areas that has always been 
sadly lacking in the Atari eight-bit library of programs 
has been the field of desk top publishing. This lack has 
nothing to do with the quality of Atari hardware or with 
its capabillities. No, the problem here has always been 
that the big publishing houses just haven’t felt there was 
enough business in the Atari eight-bit marketplace to be 
worth thier effort. 


And so desktop publishing for the eight-bit Atari was 
left back on the desk top and ignored. But fear not, there 
is yet hope for those of us who feel the need of desktop 
publishing {or just hate to be left out). There are two 


products I would like to address: THE NEWS STATION By | 


REEVE SOFTWARE (from the agile mind of Alan Reeve hisself) 
and AWARD WARE from the people at HI TECH EXPRESSIONS. 


Remember when you first saw the ads in the magazines 
for SPRING BOARD’s NEWSROOM, and then experienced the 
disapointment of finding out it was not being released for 


the Atari?? I sure do. I was ready to bite nails, | even 


tried to use Atari writer in the double column format 
which incidently, I never could get to work right). 
Finally I gave up my dreams of desktop publishing. Then lo 
and behold, BRODERBUND released PRINT SHOP, I was 
thrilled! Then I found out I had just missed the boat 
again. While it did clever signs and cards, it did not do 
anything resembling what I was locking for. Then SPRING 
BOARD released CERTIFIICATE MAKER. Once again, no Atari 
version! I was in withdrawal, it seemed. I was never to be 
able to use my eight-bit Atari for desktop publishing. 


When io and behold, from out of the blue came REEVE 
SOFTWARE with a program called the NEWS STATION, At first 
I was concerned that it might turn out to be horribly 
complex like some of the other programs I have seen 


(TYPESETTER and PAGE DESIGNER). But no, it was simple 
and easy to use. It breaks the screen up into eight 
graphics screens. Qn -these screens you can put text, 
graphics, or even PRINT SHOP icons in the form of a 


3 newsletter. Finally, simple and easy-to-undestand 
desktop publishing has come to the Atari eight-bit 


computers! An interesting sideline to this is that ANTIC 


MAGAZINE is sponsoring a write-in campaign to get 


SPRINGBOARD to release an sight bit version of thier 
NEWSROOM. Frankly, with the advent of REEVE PUBLISHING’s 
NEWS STATION, I don’t feel all that terribly worried if 
they do or not, I would rather see new companies like 


REEVE SOFTWARE, who has come out with good solid 
programs for a good gsachine make the bucks available in 
the desktop publishing pight-tbit market. At any rate, 


(how about 4%), I think that you will find qd THE NEWS 


| STATION a good value. 


Now as to the other product, AWARD WARE, froa HI 
TECH EXPRESSIONS. If you remember the advent of the 


aforementioned SRINGBOARD product CERTIFICATE MAKER? 


Then grit your teeth no longer! These people at HI TECH 


have done a wonderful job on this one! It does 


everything I have wanted to see done, but could not get 
PRINT SHOP to do. It has built into it the basic forms 


for more than 60 types of certificates and awards, 


printing both horizontaly and verticaly on the page. Not 
to mention some of the borders like the infamous Teddy 
Bear border {1 thought we weren’t going to mention 


that!) or the fact that it supports a large number of 
printers, in fact it has a sophisticated printer driver 


creator that while it may require a real life hacker to 


use, it will allow you to make a driver for any printer 


in existance that supports graphics. This is a fine 


product and at a suggested retail of $14.95 one that I 


would recommend to any one. I bought mine at B. DALTON. 


Well, that’s all the desktop news for this issue. 


But keep watch in the months to come for indepth reviews 


of these and of other —eo software for your 
computer, 


a ae 
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